! 


COMPLIANCE WITH FCC REGULATIONS . 


This equipment general hs end uses rg.plip frequency energy and if ript irtscal eci and 
used properly, Thai is, in str ct accordance with the manufacturer's instructions, 
may cause interference to radio end te'evison reception. It has been type tested 
arid found to comply with the iirn t.s for c Class B computing device in accordance 
with the specif cations in Subpart J of Part Tb of FCC Rules, which are designed 
to p Ovide reasonable protuchon against such nterference in a residential instal¬ 
lation, However,, there is pc guarantee that interference will not occur in a parti¬ 
cular instal at o". If this equipment docs cause interference to radio 01 television 
reception, wh ch can be determined by turning the equipment off and on, the user 
is encouraged to try to correct the interference by one or more of the following 
measures: 

— Reorient the receiving antenna 

— Relocate the NE 3 with respect to the receiver 

— Move the N ES away f rom th e rece i va r 

Plug the NES into a different oullet so that Contrci Deck and receiver are 
on different circuits. 


If necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions, The user may find the following booklet 
prepared by the Federal Communications Commission helpfu.: 

Howto Identify and Resolve Rad o TV Interference Problems. 

This booklet s avai able from the U.S, Government Printing Office, Washington, 
Q.C. 2Q4Q2, Stock No. 004 GGG-GC345-1 
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Thank you for selecting the Nintendo Entertainment System - 1 
Donkey Kong Classics™ Pak. 




Please read thre instruction booklet to ensure proper 
handling of your new game, and then save the booklet for 
future reference 


GAME SELECTION 

• When you turn the system power switch on, a screen like 
the one at right will appear. 

• Use the SELECT button or <}: Control Pad tochOOsfr Ihe 
game you- went to play. 

Select 1 player or 2 player game by moving the 


asterisk h) with qp Control Pad. 


2 Player game A 
2 Player game B 


Beginner? 

Experts 


1 Player game A — Beginner 
1 Player game E — Expert 
• When you have decided on the game you want to play, press the 
A/6 button to begin your gam#. 


button or 


CAUTION 

To return to rhe game selection screen once game is over, either press the RESET button or 
cum the power switch off and then on Again. 

PRECAUTIONS 

11 This is a high precision game. It should not be stored in places that are very hot ot cold. 
Waver hit it or drop it. Do not take It part. 

2!* Avoid touching the connector, do not gut them wet or dirty. Doing so may darned the 
game. 

3) Do nor clean wath the benzene, paint thinner, alcohol or Other such solvents. 

Note; In the interest of product improvement,. Nintendo Entjftrtainmfrnt System specificfltlon-s 

■and design are subject to change without $r'\Qr notice. 


©198-B Nintendo of America Inc. 










































DONKEY KONG ® 



T NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 

Controller 1 — For playing alone. 

Controller 2 — For second player in 2 player games. 

Controller t/Controlter 2 


^Q 3 Control Pad 



A button 
B button 


A button 

He Jumps. 

B button 

Mot Used. 


button 


START button 


3 


Fp Control Pad 

Moves Mario 



He Climbs op the Ladder, 


He Runs to the R^ght 
He Climbs Down the Ladder. 
He Runs IQ ih& Left. 


* Select and Start Buttons Are Mot Used on Controller 



START button 

Press this, button to begirt. 

Pause: 

If you wish to interrupt play ire the middle of a game, press the Start button. The 
pause tone will sound and the game will stop. Press the Start button again when 
you wish to continue playing The game will Continue where you left off. 


*Tbe Top score 



reset to 0 if the reset button (on the control deck) is pressed 


or the power is turned off. 

"Use Controller 1 tor 1 Player games, 

« Use Controller T and 2 for 2 Player games. 


" 


a 










































2. HO W TO PL A Y 

Mario's purpose :To save Paulina who has been kidnapped by Donkey Kong, 



In rounds I and II Mario makes his way towards 
Pauline in the upper part of the screen. 



In round HI he runs on the steel girders and pulls out 
bolts. If he can pu!l out all of the bolts, the girders 
will fall, Donkey Kong will tumble head long down to 
the ground, and Pauline will be saved . , , for now. 



Paulin? PprTk-fcy K^ny jgjn 


Hint: Take advantage of jumps 



* You can jump 10 rhe left, upward or to 
the right P’uSh tfo* Control Pad in tilt 1 
diiecston you warn to jump, and at tlhe 
same time- push the jump button. 








Maria cannot jump an or off she ladders 







4 Mario can. jump the distance of two sec 
tie ns of the steal girders. 



a Jumping dc>wvO: 

Mario can only survive a jump 

height of two sections of the 

— the same as Mario's height- 



down the 
gird ets 










































































Scoring 




• You cam; gain points by picking up things dropped 
by Pauline (parasol and purse}. 


« fclunus points 

When you reacn Pauline, bonus points will be added 
to your score. 

Mote If you take too much time, the bonus points 

will decrease. When they reach zero,time runs 
out and this means the end of Mario. 

♦ Invincible hsmmtr 

If you bonk a barrel or a flrebai with the hammer, you ■pin points. 






You also gain points if you jump oyer a 




successfully. 


' Extra bonus 

if your score goes over 20,000, am extra Mano will be added. 


1 




Beware? 

The following spelt the end of Mario: 

• When Mario bumps into a barrel or a fire bail, 

• When th« jack bounces and hits Mario, nr 

• When Mano falls off the girders. 

When all Marios are gone, the game is oyer. 





Loops; 

If you succeed in finishing round Ell and saving 
Pauline, one loop is completed. Challenge the second 
loop! As you go on, your enemies, increase in number 
and speed r You can compete with your friends by 
score or by the number of loops completed! 
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DONKE Y KONG JR. ® 


OBJECT OF THE GAME/GAME DESCRIPTION 

DK Junior is on a mission to rescue Donkey Kong from Maria's cage. Jump 

from vine to vine collecting boros fruits and avoiding lethal snapjaws. Then 

■ 

move on To tougher stages. Jump platforms, dodge sparks of electricity, and 
watch out for those birds. Use your skills to get the key that will set your 


1 NAMES OF CONTROLLER PARTS 
A NO OPERA TING INSTRUCTIONS 

Controller 1 — For playing alone 

Controller 2 - For Second player in 2 player games. 

Control let 1/Controllet 2 


h) 3 Control Pad 



SELECT but tun 


START button 


A button 
B button 


A button 

He Jumps 

B button 

Not Used 


B 


' cjji Control Pad 


He Climbs up the Vines end Chains 



Moves Jr. 



He Walk? to the Right* 


He Slides Down the Vines and Chains. 
He Walks to the Left. 


* Select and Start Buttons Are Not Used on Controller 2. 


START button 

Press this button to begin. 

Pause: 

if you wish to interrupt play in the middle of a game, press the Start button, The 
pause tone will sound and the game will stop. Press the Start button again when 
you wish to continue playing. The game will continue where you left off. 

*The Top score will reset to 0 if the reset button Ion the control deck) is pressed 
or the power is turned off. 

* Use Controller 1 for 1 Player games, 

*Use Controller 1 and 2 for 2 Player games. 

r 


■ 
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2. HO W TO PL A Y 

Junior's purpose: To steal the key from J^ario and free hi? Papa, 



* Rounds 1 to 3: Try to make it to the key at the top 
of the screen, tf you jump onto the vine next to the 
key r the gam e w i 11 autom at i ca 11 y ad vance to t he next 
round, 



* tn the fourth round, push the six keys up and Insert 
them into the key hoies at the top of the screen. 

The chains on the cage will then fall off, and Papa 

can be rescued. 


Characters 





J u n-i-d! 


Srspj isw 


\.P 

N itpicker 


$park 


Hints 


i i e ■ ■ ? f 


. . .Use these three special techniques to speed up the action. 



* Climb up quickly by grabbing onto 
two vines at once. 



t Slide dowo pi. ii:kly by holding Onto 

one vine. 



* High jump (second roumdii 

A well-timed press of the "A jr button 
will 3 1 low you to jump all the way to 
the moving island using the spring 
board. 




























. , , ..*. Four ways to improve your score. *■ 

* Fruit attack 

Additional [joints for getting fruit, Drop the fruit on the 
enemy. Knock out several had guys at once and get a 
special high score!! 



Bonus points 

When you reach the key, bonus points are 
added to your score. The bonus points you 


get depend on how long it takes you to reach 
the key; the longer you take, the lower the 
bonus. Time runs out at the same time the 
bonus points go to zero, and Junior is 
finished. 


!■ 


* Jumps 

Jump over a nitpicker or spark to successfully escape their 
attack and get additional points. 


■ 


.P 




* Additional points with the keys I fourth round) 

Additional points are given for each key inserted into a 
keyhole. You can insert two keys at once using both 

hands, 


Bonus; If your score goes over 30 



„ you get an extra Junior. 











B ew are E 

Watch out for the following; getting bitten by a snap]aw. 
getting pecked by a nitpicker, colliding with a spark, and 
failing from a vine. Each time one of these happens, one 
Junior disappears. When all Juniors are gone, the game 
Is over. 


Loops 

After clearing the fourth round and saving Papa, the first 
loop is over. Next, challenge the second loop. The num¬ 
ber of enemies and their speed increases. Compete to 
see who gets the highest score or the highest loop! 
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